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DEVICE EMBEDDED IN GAMING MACHINE 
HANDLE 

FIELD OF THE INVENTION 

[0001] The present invention relates generally a device 
embedded in a gaming machine handle, and more particularly 
to a device structured to interact With a player, Where the 
device is embedded in the handle of a gaming device. 

BACKGROUND 

[0002] Although gaming has existed in some form for many 
years, its present familiar form of slot devices, table games, 
sports books, etc. has mainly developed in the last feW 
decades. In gaming devices such as slot machines, handles 
have traditionally been included as a means to initiate a game 
by spinning the reels of the slot machine. With early mechani 
cal slot machines, the pull on the handle of the gaming 
machine actuated the mechanical reels and set them spinning. 
HoWever, With advancement in technology, buttons or other 
input means on the gaming machine noW largely provide the 
function of initiating a game. This is due in part because 
recent gaming machines have become processor based 
instead of mechanically based. Since the mechanical action of 
pulling the handle is no longer critical to spin the reels or 
otherWise initiate a gaming session, the need for these gaming 
handles has all but ceased. Although gaming handles still can 
be pulled to initiate a gaming session on current games (even 
those With buttons), they generally remain on spinning reel 
type slot machines more as a traditional element. Further, as 
the buttons used to initiate a gaming session are generally 
faster and easier to operate than the gaming handles, many 
players opt to forgo the handle pull as a means of initiating 
game play. 
[0003] One problem With the constant increase in technol 
ogy and neW designs in the gaming cabinets of gaming 
devices is that an increased emphasis is being put on display 
quality and graphics layouts. This, in turn, often times makes 
the player interface portion of the cabinet croWded or overly 
complicated. That is, as the display areas become larger or 
include features such as secondary VFD (vacuum ?orescent 
display) or LCD (liquid crystal display) screens, the actual 
area for the buttons used to place bets and the card reader to 
read a player tracking card has become scarce. Further, gam 
ing themes and concepts that require more player interaction 
have become desirable creating the need for more player 
interaction devices on the gaming devices. HoWever, these 
additional interaction devices further croWd and complicate 
the player interaction area of gaming devices, frustrating 
players and sloWing doWn the rate of play of the gaming 
devices. These and other problems in conventional gaming 
devices are addressed by embodiments of the present inven 
tion. 

SUMMARY 

[0004] Embodiments of the present invention provide a 
device embedded in a gaming machine handle of a gaming 
device. In one embodiment, a gaming device operable by a 
player includes a gaming cabinet housing a processor to oper 
ate gaming sessions on the gaming device and having a dis 
play to visually represent the outcome of the gaming session. 
The gaming device also includes a ?rst player interaction 
mechanism arranged on the gaming cabinet, a gaming handle 
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attached to the gaming cabinet, and a second player interac 
tion mechanism located on the gaming handle. 

BRIEF DESCRIPTION OF THE DRAWINGS 

[0005] FIG. 1A is a schematic vieW of a gaming device 
according to an embodiment of the present invention. 
[0006] FIG. 1B is an isometric vieW of the gaming device 
illustrated in FIG. 1. 
[0007] FIG. 2A is a side vieW of a gaming device according 
to another embodiment of the present invention. 
[0008] FIG. 2B is a side vieW of a gaming device according 
to yet another embodiment of the present invention. 
[0009] FIG. 2C is a vieW of the gaming handle illustrated in 
FIG. 2B taken along the line 2C. 
[0010] FIG. 3A illustrates a detailed vieW of a gaming 
handle according to another embodiment of the present 
invention. 
[0011] FIG. 3B is a detailed vieW of the gaming handle 
illustrated in FIG. 2B taken along the line 2B. 
[0012] FIGS. 3C-3E shoW alternative embodiments of the 
gaming handle illustrated in FIG. 3B. 
[0013] FIG. 4 is an isometric vieW of a gaming device 
according to another embodiment of the present invention. 
[0014] FIG. 5 is a plan vieW of a gaming device according 
to yet another embodiment of the present invention. 
[0015] FIG. 6 is a plan vieW of a gaming device according 
to another embodiment of the present invention. 
[0016] FIG. 7 is a block diagram of netWorked gaming 
devices according to an embodiment of the present invention. 

DETAILED DESCRIPTION 

[0017] To address the problems discussed above and other 
problems, embodiments of the present invention are directed 
to a gaming handle of a gaming device, Where the gaming 
handle includes at least one peripheral player interaction 
mechanism. Some of these embodiments are described beloW 
in detail, and in addition, some speci?c details are shoWn for 
purposes of illustrating the inventive principles. HoWever, 
numerous other arrangements are possible and may be 
devised in accordance With the inventive principles of this 
patent disclosure. Thus, While the present invention is 
described in conjunction With the speci?c embodiments illus 
trated in the draWings, it is not limited to these embodiments 
or draWings. Rather, it is intended to cover alternatives, modi 
?cations, and equivalents that come Within the scope and 
spirit of the inventive principles set out in the appended 
claims. Further, Well-known processes have not been 
described in detail in order to not obscure the present inven 
tion. Thus, the inventive principles are not limited to the 
speci?c details disclosed herein. 
[0018] FIGS. 1A and 1B illustrate a gaming device accord 
ing to an embodiment of the present invention. FIG. 1A is a 
schematic vieW of the gaming device and FIG. 1B is an 
isometric vieW of the gaming device. 
[0019] Referring to FIGS. 1A and 1B, the gaming device 
100 shoWn in this embodiment is an electro-mechanical slot 
machine. That is, the gaming device 100 is a spinning reel 
type slot machine, Where the reels are driven by mechanical 
means, such as stepper motors (not shoWn), that are con 
trolled by electronic circuitry housed in the gaming device 
100. Although the embodiment shoWn in FIGS. 1A and 1B 
includes such a electro-mechanical slot machine, other 
embodiments of the present invention may include various 
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non-spinning reel type gaming devices, such as video slot 
machines, computer based gaming machines, Wireless gam 
ing devices, multi-player gaming stations, modi?ed personal 
electronic gaming devices, and the like. 
[0020] Returning to the embodiment shoWn in FIGS. 1A 
and 1B, the gaming device 100 includes a gaming cabinet 110 
that houses various components of the gaming device 100. 
The gaming cabinet 110 may include a display area 120 that 
displays the result of a gaming session and a player interface 
area 115 or panel that includes one or more buttons for game 
play. The gaming device 100 also includes a gaming handle 
150 that is coupled to the gaming cabinet 110 by Way of a 
coupler 155. The gaming handle 150 may include a top por 
tion 160 and a player interaction device 170. Additional 
details of the gaming handle 150 and the player interaction 
device 170 included With the gaming handle 150 are dis 
cussed in further detail beloW. HoWever, basic features and 
operations of the gaming device 100 Will ?rst be discussed. 
[0021] The gaming device 100 may be connected to a gam 
ing server or other gaming devices (see FIG. 7 for example) 
through a gaming netWork 22 that connects to the gaming 
device 100 through a machine communication interface 
(MCI) 50 housed in the gaming cabinet 110. The MCI 50 may 
facilitate communication betWeen the netWork 22 and pro 
cessor 52, Which controls the operation of the gaming device 
100. This communication may occur via a serial port 54 on the 
processor to Which the MCI 50 is connected. 
[0022] Also included in the gaming device 100 is a display 
area 120 that may include three to ?ve spinning reels. Note 
that While the schematic vieW (FIG. 1) generally represents 
the display area 120 as having three spinning reels, the iso 
metric vieW of the gaming device 100 in FIG. 1B shoWs the 
gaming machine 100 having a display area 120 including four 
reels. Each reel includes a plurality of different symbols 
thereon. These reels may spin in response to a gaming session 
being initiated in response to, for example, a pull on a gaming 
handle 150 or actuation of a spin button 53 after a Wager is 
made. One or all of the reels in display area 120 may include 
a special bonus initiator symbol Which, When obtained on the 
gaming machine’s payline, Will cause the MCI 50 to initiate 
the secondary bonus game. 
[0023] The MCI 50 may also include a random access 
memory (RAM), Which can be used to store gaming informa 
tion, such as storing total coin-in statistics about a present 
gaming session. The MCI may also facilitate communication 
betWeen the netWork 22 and a vacuum ?orescent display 
(VFD) 58, a card reader 60, a player-actuated push button 62, 
and a speaker 64. 

[0024] During typical play on a slot machine, like gaming 
device 100, a player plays by placing a Wager and then initi 
ating a gaming session by pulling the gaming handle 51 or 
depressing the spin button 53. The Wager may be placed, for 
example, by inserting a bill into a bill acceptor 68. The gam 
ing device 100 may also include a coin acceptor (not shoWn) 
that may also be used by the player to make a Wager. A credit 
meter 70 is a numeric display that indicates the total number 
of credits available for the player to Wager. The credits are in 
the base denomination of the machine. For example, in a 
nickel slot machine, When a ?ve-dollar bill is inserted into bill 
acceptor 68, a credit of “100” appears on credit meter 70. To 
place a Wager, the player can generally depress a coin-in 
button (one of the buttons on the player interface panel 115, 
such as 130), Which transfers a credit from the credit meter 70 
to a coin-in meter 72. Each time the button is depressed a 
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single credit transfers to the coin-in meter up to a maximum 
bet that can be placed on a single play of the machine. In 
addition, a maximum-bet button (another button on the player 
interface panel 1115, such as 130) may be provided to imme 
diately transfer the maximum number of credits that can be 
Wagered on a single play from the credit meter 70 to the 
coin-in meter 72, and may further initiate the gaming session 
by spinning the reels. OtherWise When the coin-in meter 72 
re?ects the number of credits that the player intends to Wager, 
the player can initiate the gaming session by pulling the 
gaming handle 150 or depressing the spin button 53. 
[0025] The player may choose to have any jackpot Won 
applied to credit meter 70. When the player Wishes to cash 
out, the player depresses a cash-out button (another button on 
the player interface panel 115, such as 130), Which causes the 
credits on meter 70 to be paid out to the player in the form of 
a ticket (Which can later be cashed in or inserted into another 
gaming device) through ticket printer 78, or may be paid out 
in the form of returning coins to the player at a hopper (not 
shoWn). The machine consequently pays to the player the 
number of creditsiin the base denomination of the 
machineithat appear on credit meter 70. 

[0026] Card reader 60 may read a player-tracking device, 
such as a player tracking card 66 that is issued by the casino 
to individual players Who choose to have such a card. Card 
reader 60 and player-tracking card 66 are knoWn in the art, as 
are player-tracking systems. Brie?y summarizing such a sys 
tem, a player registers With the casino prior to commencing 
gaming. The casino issues a unique player-tracking card to 
the player and opens a corresponding player account that is 
stored on a server or host computer (see, for example, FIG. 7). 
The player account may include the player’s name and mail 
ing address and perhaps other information of interest to the 
casino in connection With marketing efforts. Prior to playing 
one of the gaming devices in the casino, the player inserts the 
player tracking card 66 into the player tracking reader 60 thus 
permitting the casino to track player activity, such as amounts 
Wagered, credits Won, and rate of play. 
[0027] To induce the player to use the card, the casino may 
aWard each player points proportional to the money Wagered 
by the player. Players consequently accrue points at a rate 
related to the amount Wagered. The points may be displayed 
on display 58. In conventional player tracking systems, the 
player may take his or her card to a special desk in the casino 
Where a casino employee scans the card to determine hoW 
many accrued points are in the player’s account. The player 
may then redeem points for selected merchandise, meals in 
casino restaurants, or the like, Which each have assigned point 
values. 

[0028] As mentioned above, gaming handle 150 is coupled 
to the gaming cabinet 110 through coupler 155. The gaming 
handle 150 may be located on the right side of the gaming 
device 100 as With traditional gaming handles (side being 
determined by a side of a person facing the front of the gaming 
device). HoWever, the gaming handle 150 may also be located 
on the left side of the gaming device or be located in the 
traditional player interaction portion 115 of the gaming cabi 
net (see FIG. 6, for example). Although it may be preferable 
to couple the gaming handle 150 to the right side of the 
gaming cabinet 110 because players are more familiar With 
this orientation, it may also be preferable to locate the gaming 
handle in a different portion of the gaming cabinet 110 so that 
the unique features of the gaming handle 150 stand out to the 
player as something different from conventional gaming 
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handles. Additionally, some of the functionality of the gam 
ing handles may determine the optimum location for them. 
[0029] The coupler 155 that is used in part to attach the 
gaming handle 150 to the gaming cabinet 110 may include a 
mechanism that alloWs the game handle 150 to be manipu 
lated toWard the player for a predetermined distance to initiate 
a gaming session. That is, a player may pull the gaming 
handle 150 toWard them to initiate a gaming session after a 
Wager has been placed. The coupler 155 may also include a 
mechanism such as a spring to return the gaming handle 150 
to its initial resting position after a player has pulled the 
gaming handle 150 and let go of the gaming handle 150. The 
coupler 155 may also include a detection mechanism for 
detecting When the gaming handle 150 has been pulled by the 
player. The coupler 155 Will generally not detect slightly 
movements or pulls on the gaming handle; rather the coupler 
155 Will only trigger the initiation of a gaming session after 
the handle has been pulled past a certain point. This is in part 
to prevent accidental game initiations When only a partial 
Wager has been made. Conventionally, the coupler 155 Will 
not alloW the gaming handle to be pulled When a Wager has 
not yet been made, i.e., it locks the gaming handle 150 in its 
initial position to prevent non-Wagering players from Wearing 
out the manipulation mechanisms of the gaming handle 150. 
[0030] The gaming handle 150 includes a peripheral player 
interaction mechanism 170 that alloWs a player to interact 
With the gaming device 100. In the embodiment shoWn in 
FIGS. 1A and 1B, the peripheral player interaction mecha 
nism 170 is included in the top portion 160 of the gaming 
handle 150. More speci?cally, in this embodiment, the 
peripheral player interaction mechanism 170 is a button that 
a player may push With their thumb or ?nger. The peripheral 
player interaction button 170 may be located on the side of the 
top portion 160 of the gaming handle 150 so that it corre 
sponds to the natural location of a player’s thumb When the 
player grasps the top portion 160 of the gaming handle 150 in 
an over-hand manner. The peripheral player interaction but 
ton 170 may also be located near the top surface of the top 
portion 160 of the gaming handle 150 so that it corresponds to 
a player’s thumb placement if the handle is grasp in a grip-like 
fashion, or so that it corresponds to a player’s ?nger place 
ment if the handle is grasp in an overhand manner. 

[0031] The peripheral player interaction button 170 may 
include the functionality of one of the buttons that conven 
tionally is located on the player interaction panel 115 of the 
gaming cabinet 110. As mentioned above, some of these 
button functionalities include the ‘bet one’ button for increas 
ing a Wager, a ‘max bet’ button for Wagering the maximum 
alloWed, a ‘cash out’ button for retrieving credits from the 
machine in the form of a ticket or coins, a ‘spin’ button for 
initiating a gaming session play, or a ‘service’ button for 
signaling a casino employee that assistance is needed. Addi 
tionally, the player interaction button 170 may have a special 
iZed function associated With a particular game. For example, 
depressing the player interaction button 170 may initiate a 
bonus mechanism in a bonus game (such as spinning the 
Wheel in a Wheel based bonus game) or act as a trigger stop 
button in a phantom spin bonus game. 
[0032] Although the discussion above With regard to the 
embodiments shoWn in FIGS. 1A and 1B describe the periph 
eral player interaction mechanism 170 as a button, other 
embodiments of the present invention may specify that the 
peripheral player interaction mechanism 170 be structured in 
different manners and have various other functionalities. 
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Some of these embodiments are discussed beloW With refer 
ence to FIG. 2A through FIG. 6. HoWever, even these embodi 
ments do provide an exhaustive list of the possible con?gu 
rations of the peripheral player interaction mechanism 170. 
Rather, the peripheral player interaction mechanism 170 
included on the gaming handle 150 may take any form that 
alloWs a player to interact With the gaming device 100. As 
described in the embodiments beloW, this interactive structure 
may take the form of a simple button or sWitch, or may 
include more complex interactive structures such as touch 
screen displays or docking stations for personal gaming mod 
ules. 

[0033] Additionally, the player interaction mechanism 170 
may include various player interaction functionalities associ 
ated With it. The speci?c functionality associated With the 
player interaction mechanism 170 may be selectable by a 
player playing the gaming device 100 or a casino operator. In 
the case Where the functionality of the player interaction 
mechanism 170 is selectable by the casino operator, ?rmWare 
settings may be used to in the gaming circuitry connected to 
the processor 52 to effectuate a selection of the function 
associated With the player interaction mechanism 170. In 
other embodiments, the functionality may be selected by 
manipulating a mechanical sWitch that is located inside the 
gaming cabinet 110 or coupled to the outside of the gaming 
cabinet 110. In the case Where the functionality of the player 
interaction mechanism 170 is selectable by the player, a 
mechanical sWitch coupled to the gaming cabinet may be 
used to effectuate a selection, a menu setting on a secondary 
display screen may be used for the selection, or a player 
preference stored in a player tracking account may be doWn 
loaded over the netWork 22 to automatically make the selec 
tion. A default setting for the function associated With the 
player interaction mechanism 170 may also be preferable. 
The function associated With the player interaction mecha 
nism 170 may return to the default setting after all the credits 
on gaming device 100 have been Wagered, a player tracking 
card is removed from the gaming device 100, or the remaining 
credits are cashed out of the gaming device 100. 

[0034] In conventional electro-mechanical slot machines, 
such as gaming device 100, the top portion 160 of a gaming 
handle 150 is usually a black spherical-shaped structure 
mounted on a cylindrical chrome-shaded handle body. 
Embodiments of the present invention may be structured to 
retain this conventional look, by retaining the chrome-shaded 
handle body and simply adding a button 170 to the black 
spherical-shaped top portion 160 of the gaming handle 150. 
The button 170 may be electrically connected to the processor 
52 or the MCI 50 through signal Wires that run doWn the 
interior of the gaming handle. HoWever, in other embodi 
ments, the signal generated by manipulating the button 170 
may be transmitted Wirelessly to a receiver 140 housed in the 
gaming cabinet 110. 
[0035] It is also contemplated that existing gaming devices 
100 With gaming handles 150 may be retro?tted With a neW 
gaming handle 150 that includes a peripheral player interac 
tion mechanism 170. This may be accomplished by simply 
replacing the top black ball of the existing gaming devices 
With a neW top portion 160 of the gaming handle 150 With a 
player interaction mechanism 170 that Wireless communi 
cates to a receiver 140 enclosed in the gaming cabinet 110 and 
connected to the game processor 52. In such a con?guration, 
minimal structural alteration is needed to the gaming cabinet 
110, but a receiver 140 and additional ?rmWare or softWare 
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may have to be added inside of the gaming cabinet. Another 
method of retro?tting existing gaming devices 100 With a 
gaming handle 150 that includes a player interaction mecha 
nism 170 is to replace the entire gaming handle 150 and 
coupler 155 of the gaming device. In this con?guration, the 
player interaction mechanism may be hardWired to the cir 
cuitry inside the gaming cabinet and electrically connected to 
the gaming processor 52. 
[0036] While this con?guration may require a more exten 
sive replacement, it may be advantageous over the Wireless 
top portion con?guration because it Would not require an 
additional receiver 140 or poWer source. 

[0037] FIGS. 2A-2C illustrate different gaming handle 
con?gurations of a gaming device according to embodiments 
of the present invention. FIG. 2A is a side vieW of a gaming 
device including a gaming handle according to an embodi 
ment of the present invention. FIGS. 2B and 2C respectively 
illustrate a side and plan vieW of a gaming device including a 
gaming handle according to another embodiment of the 
present invention. 
[0038] Referring to FIG. 2A, gaming device 200A includes 
a gaming cabinet 210A With a gaming handle 250A coupled 
to the gaming cabinet 210A With a coupler 255A. The gaming 
handle 250A extends in a substantially vertical direction from 
the coupler 255A and then angles toWard the front of the 
gaming device 200A. This gaming handle orientation may 
make the gaming handle 250A easier to reach for players 
sitting further from the front of the gaming device 200A or 
players With shorter arm lengths. Further, this gaming handle 
orientation may encourage a player to notice and interact With 
the gaming handle 250A because of its unique style and 
accessibility. The coupler 255A may alloW the gaming handle 
250A to be manipulated in at least one direction. Additionally, 
the coupler 255A may include springs to return the gaming 
handle 255A to an initial position after it has been manipu 
lated by a player. 
[0039] The gaming handle 250A may also include a periph 
eral player interaction device 270A in the top portion 260A of 
the gaming handle 250A. The top portion 260A of the gaming 
handle 250A illustrated in FIG. 2A includes a rotatable grip 
section 270, Where rotation of the grip section 270 alloWs the 
player to interact With the gaming device 200A. That is, the 
gaming handle 250A includes a grip section 270A that may be 
rotated clockWise or counter-clockWise by a player, Where the 
rotation of the grip section 270A triggers a player interaction 
mechanism. For example, the rotation of the grip section 
270A may increment the amount of a Wager placed on a 
gaming session. Thus, in the above example, a player may 
tWist the rotatable grip section 270A tWice to bet tWo and then 
pull the gaming handle 250A toWards them to initiate the 
gaming session in Which they had Wager tWo credits. The 
rotatable grip section 270A may further have an ergonomi 
cally shaped portion so that a player’s hand Will ?t comfort 
ably on the gaming handle 250A. 
[0040] Referring to FIGS. 2B and 2C, the gaming device 
200B includes a gaming cabinet 210B With a gaming handle 
250B coupled to the gaming cabinet 210B With a coupler 
255B. Unlike the gaming handle 250A illustrated in FIG. 2A, 
the gaming handle 250B illustrated in the embodiments 
shoWn in FIGS. 2B and 2C is broader and may be shorter in 
overall length. For a perspective vieW of this type of handle 
see FIG. 4. Although the gaming handle 250B is shoWn With 
a substantially vertical orientation in FIG. 2B, the gaming 
handle 250B may initially angle toWard the front of the gam 

Oct. 2, 2008 

ing device 200B before angling back to a substantially verti 
cal position (represented by the dashed lines in FIG. 2B). 
Such an orientation may place the gaming handle 250B closer 
to the player for improved access to the gaming handle 250B 
by the player. Additionally, the gaming handle 250B may be 
adjustable betWeen multiple positions, such that a player or 
casino operator may adjust the gaming handle betWeen a 
plurality of initial positions. 
[0041] The top portion 260B of the gaming handle 250B 
may include ergonomic depressions and protrusions to com 
fortably ?t With a player’s hand shape, as shoWn in FIG. 2C. 
More speci?cally, FIG. 2C illustrates the rear side of the 
handle; that is the side of the handle that faces the rear of the 
gaming cabinet 210B (taken along the line 2C in FIG. 2B). As 
FIG. 2C illustrates, the top portion 260B of the gaming handle 
250B may further include slightly tapered sides and a 
rounded top surface. The broader layout of the gaming handle 
250B may help facilitate space for peripheral player interac 
tion mechanisms 270B that require more area, such as a 
player card reader (see FIG. 3B), a secondary display screen 
(see FIG. 3D), a docking station (see FIG. 3E), or the like. 
These peripheral player interaction mechanisms 270B are 
generally mounted on the front side of the gaming handle 
250B (that is, the side facing the front of the gaming device 
210B or the left side in FIG. 2B) to provide easier access for 
the player to the interaction mechanism 270B. Further, the 
substantially vertical orientation of the gaming handle 250B 
may help keep such peripheral player interaction mechanisms 
270B visible and readily accessible to a player or casino 
operator. As With the gaming handle 250A illustrated in FIG. 
2A, the gaming handle 250B illustrated in FIG. 2B may be 
manipulated in a variety of directions by use of the coupler 
255B. 

[0042] FIGS. 3A-3E illustrate detailed vieWs of gaming 
handles according to various embodiments of the present 
invention. FIG. 3A illustrates a detailed vieW of a gaming 
handle according to another embodiment of the present 
invention. FIG. 3B is a detailed vieW of the gaming handle 
illustrated in FIG. 2B taken along the line 2B. FIGS. 3C-3E 
shoW alternative embodiments of the gaming handle illus 
trated in FIG. 3B. 

[0043] Referring to FIG. 3A, the gaming handle 350A 
includes a top portion 360A and a body portion 365A. The 
body portion 365A of the gaming handle 350A includes a 
toggle sWitch 370A With Which a player may interact. In 
particular, the player may set the toggle sWitch 370A to one of 
three positions represented by the dashed lines. Toggles 
sWitches 370A in various other embodiments may only 
include tWo positions or may include four or more positions. 
Further, the toggle sWitch 370A may be in the form of a button 
With multiple positional settings, an electronic sWitch With 
multiple states, or a mechanical toggle sWitch With multiple 
physical positions. The toggle sWitch 370A may alloW the 
player to select options for hoW the game machine plays, such 
as the speed of the reel spins or the speed of the credit roll up, 
or may alloW the player to vary the function of a gaming 
handle 350A pull or function of one of the other player inter 
action devices (such as those shoWn on the player interaction 
panel 115 in FIG. 1B). For example, the toggle sWitch 370A 
may alloW a player to chose to place a max bet and spin the 
reels With each press of a “SPIN” button in one position, place 
the minimum bet and spin the reels With each press of the 
“SPIN” button a second position, or only alloW the “SPIN” 
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button to spin the reels after the player has pressed the “BET 
ONE” button at least one time in a third position. 

[0044] In other embodiments, the toggle sWitch 370A may 
be located on the top portion 360A of the gaming handle 
350A. Also, the toggle sWitch 370A may have its functional 
ity customizable by a casino operator or a player. A player 
may also have his or her preferences stored in their player 
tracking account so that When they insert their player tracking 
card into a gaming device that includes a gaming handle 350A 
With a toggle sWitch 370A the functionality of the toggle 
sWitch adapts to the set preferences stored in the identi?ed 
player’s player tracking account. 
[0045] Referring to FIG. 3B, the gaming handle 350B 
includes a player tracking device reader 370B. The player 
tracking device reader 370B may read a variety of player 
tracking methods that may be implemented by a casino. For 
example, a shoWn in FIG. 3B, the player tracking device 
reader 370B may accept and hold a player tracking card and 
include a magnetic strip reader or electronic circuit decoder to 
read the identifying information on the player tracking card. 
HoWever, in other embodiments, the player tracking device 
reader 370B may include only an electronic pad to read the 
chip in a player’s driver license or credit card When they place 
the card in close proximity to the player tracking device 
reader 370B. 
[0046] Referring to FIG. 3C, the gaming handle 350C 
includes a biometric reader 370C. The biometric reader 370C 
may be used for player identifying and tracking purposes in a 
similar fashion as the player tracking reader 370B of FIG. 3B. 
The biometric reader 370C illustrated in FIG. 3C reads 
thumbprints of players for player identi?cation purposes. 
HoWever, any type of biometric reader 370C may be included 
in the gaming handle 350C. 
[0047] Referring to FIG. 3D, the gaming handle 350D 
includes a display screen 370D. The display screen 370D is 
preferably a secondary display screen on the gaming device. 
The display screen 370D may be a VFD screen, an LCD 
screen, or the like. The display screen 370D may interact With 
a player by displaying information regarding a gaming ses 
sion, such as total credits, credits bet, Win amount, spins 
remaining on a “free spin” bonus, etc. The display screen 
370B may also display a secondary bonus game. In some 
embodiments, the gaming handle 350D may include other 
player interaction devices, such as buttons or touch pads, so 
that the player can further interact With a secondary bonus 
displayed on the display screen 370D. Display screen 370D 
may also be a touchscreen Where the player can interact 
directly With choices displayed on the display screen 370D. 
[0048] Referring to FIG. 3E, the gaming handle 350E 
includes a docking station 370E. The docking station 370E 
may alloW for the connection and docking of a personal 
gaming module (not shoWn). Personal gaming modules may 
include casino speci?c devices that store player information 
such as player identity and gaming history, or may include 
universal compatible devices such as cell phones loaded With 
speci?c softWare. Although the docking station 370E is 
shoWn as including connection pins 373E to connect to a 
personal gaming module, other embodiments may include 
infrared (IR) ports, Wireless transmitters/receivers, or other 
similar devices that alloW for the exchange of data betWeen a 
personal gaming module and the gaming device 100 shoWn in 
FIG. 1. In addition to alloWing the transfer of data, the dock 
ing station 370E may provide poWer to a personal gaming 
module so as to recharge its batteries. The docking station 

Oct. 2, 2008 

370E may also be structured to hold the personal gaming 
module through, for example, retaining clips or a friction ?t 
With the connection pins. This holding structure may further 
be arranged such that the personal gaming module is secure in 
the docking station 370E When the gaming handle 350E is 
manipulated. 
[0049] FIG. 4 is an isometric vieW of a gaming device 
according to another embodiment of the present invention. 
Referring to FIG. 4, a gaming handle 450 including a periph 
eral player interaction device 470 is coupled to the gaming 
device 400 through a coupler 455 that alloWs the gaming 
handle 450 to be manipulated in multiple directions. For 
example, in the embodiment illustrated in FIG. 4, the coupler 
455 alloWs for the gaming handle 450 to be manipulated 
toWard a player along directional arc B-B' as Well as alloWing 
the gaming handle 450 to be manipulated aWay from the 
gaming device along directional arc A-A'. Certain function 
ality may furtherbe associated With each of the movements of 
the gaming handle 450. For example, moving the gaming 
handle 450 along arc B-B' may initiate a gaming session, 
While moving the gaming handle 450 along arc A-A' may 
increment a Wager placed. 

[0050] In addition, if the peripheral player interaction 
device 470 is a toggle sWitch (as shoWn in FIG. 3A), each 
position of the toggle sWitch 470 may determine the function 
ality of one of the directions of movement of the gaming 
handle 450. For example, the movement along directional arc 
A-A' may be determined by the position of toggle sWitch 470 
such that if the toggle sWitch 470 Was placed at a ?rst position, 
manipulation of the gaming handle 450 along A-A' may 
increment a Wager amount While manipulation of the gaming 
handle 450 along A-A' may “cash out” a player When the 
toggle sWitch is in a second position. 
[0051] Although the coupler 455 shoWn in FIG. 4 alloWs for 
tWo different directions of movement, the coupler 455 may be 
structured to alloW for additional directions of movement. For 
example, in some embodiments, coupler 455 may include a 
universal joint that alloWs the gaming handle 450 to be 
manipulated in substantially all directions. The coupler 455 
may further include springs or be otherWise biased so that it 
remains in a neutral position When it is not being manipulated 
by a player and returns to that natural position after a player 
has manipulated it in a direction and has let go of the gaming 
handle 450. 

[0052] FIG. 5 is a plan vieW of a gaming device according 
to yet another embodiment of the present invention. Referring 
to FIG. 5, gaming device 500 includes a gaming cabinet 
having display area 520. Respectively coupled to either side 
of the gaming cabinet 510 are a ?rst gaming handle 550 and 
a second gaming handle 551. Although the embodiment 
shoWn in FIG. 5 illustrates only a ?rst and second gaming 
handle 550 and 551, additional gaming handles may be 
attached to the gaming device 500. The ?rst gaming handle 
550 includes a top portion 560 that has a ?rst peripheral player 
interaction device 570 and a body portion 565. The ?rst player 
interaction device 570 is shoWn as a button in the embodiment 
illustrated in FIG. 5; hoWever, any type of player interaction 
device may implemented either on the top portion 560 of the 
gaming handle 550 or on the body portion 565 of the gaming 
handle 550. The second gaming handle 551 includes a body 
portion 566 that has a second peripheral player interaction 
device 571 and a top portion 561. The second player interac 
tion device 571 is shoWn as a toggle sWitch in the embodiment 
illustrated in FIG. 5; hoWever, as With the ?rst peripheral 
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player interaction device 570, the second peripheral player 
interaction device 571 may include any type of player inter 
action device and may be implemented anyWhere along the 
second gaming handle 551. 
[0053] FIG. 6 is a plan vieW ofa gaming device according 
to another embodiment of the present invention. Referring to 
FIG. 6, gaming device 600 includes a gaming cabinet 610 that 
houses a video gaming display monitor 621 and speakers 664. 
The gaming device 600 also includes a gaming handle 670 
that is coupled to the gaming cabinet 610 in the traditional 
player interface portion 615 of the gaming cabinet 610. The 
gaming handle 650 further includes a button 670 for player 
interaction. The gaming handle 650 may be structured to be 
manipulated in a variety of directions like a joystick. This 
joystick style of gaming handle 650 may enable a player to 
move a cursor on the video display screen 621 and use the 

button 670 to make an item selection at Which the cursor is 
indicating. This style of gaming handle 650 may be advanta 
geous, for example, in second screen bonuses Where a plural 
ity of items may be selected by a player. Additionally, the 
gaming handle 650 may be easier to use than a touchscreen 
for players With limited mobility. The joystick style gaming 
handle 650 may also be formed such that it ergonomically ?ts 
a player’s hand. This may include placing the player interac 
tion button 670 in a ‘trigger’ format under a player’s index 
?nger or placing the player interaction button 670 on the top 
surface of the gaming handle 650 so that a player’s thumb 
could easily reach the button. 
[0054] FIG. 7 illustrates a block diagram of networked 
gaming devices according to an embodiment of the present 
invention. Referring to FIG. 7, multiple electronic gaming 
devices or machines (EGM) 700 may be connected together 
and connected to a remote server 720 via a netWork 722. 
Additionally, the gaming server 720 may be connected to one 
or more gaming databases 730. These gaming netWork 722 
connections may alloW multiple gaming devices 700 to 
remain in contact during particular gaming modes such as 
tournament play or remote head to head play. Although some 
of the gaming devices 700 connected on the gaming netWork 
722 may resemble the gaming devices 100 shoWn in FIGS. 
1A-1B, other connected gaming devices 700 may include 
traditional slot machines, smart tables, Wireless handheld 
gaming machines, cell phones, etc. Therefore, While some of 
the gaming devices 700 connected to the gaming netWork 722 
may have gaming handles With at least one peripheral player 
interaction mechanism, other gaming devices 700 connected 
to the same gaming netWork 722 may have conventional 
handles or no handles at all. 

[0055] Further, although in some embodiments each gam 
ing devices 500 may have individual game controllers so that 
game play is independently controlled by the processor 
housed in the gaming cabinet, in other embodiments each 
gaming device 500 may be a gaming terminal connected to a 
central server based game controller for operation of server 
based games, such as BINGO or keno. 

[0056] In some embodiments, the netWork 722, server 720, 
and database 730 may be dedicated to communications 
regarding speci?c game or tournament play. HoWever, in 
other embodiments, the netWork 722, server 720, and data 
base 730 may be part of another existing system such as a 
player tracking netWork, server, and database. Additionally, a 
separate database 730 or server 720 may be connected to a 
common netWork 722 that can transmit both game/touma 
ment data and player tracking data. 
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[0057] Having described and illustrated the principles of 
the invention in embodiments thereof, it should be apparent 
that the invention can be modi?ed in arrangement and detail 
Without departing from such principles. I claim all modi?ca 
tions and variations coming Within the spirit and scope of the 
folloWing claims. 

1 . A gaming device operable by a player, the gaming device 
comprising: 

a gaming cabinet having a visual display to communicate a 
result of a gaming session to the player; 

gaming circuitry housed inside the gaming cabinet, the 
gaming circuitry arranged to operate the gaming ses 
sion; 

a ?rst interaction mechanism arranged on the gaming cabi 
net, the ?rst interaction mechanism structured to alloW 
the player to interact With the gaming device; and 

a gaming handle attached to the gaming cabinet and oper 
able by a player to initiate a gaming session, the gaming 
handle including a second interaction mechanism struc 
tured to alloW the player to interact With the gaming 
device. 

2. The gaming device of claim 1, Where the second inter 
action mechanism includes a button. 

3. The gaming device of claim 1, Where the second inter 
action mechanism includes at least a portion of a player 
tracking device. 

4. The gaming device of claim 3, Where the player tracking 
device includes a biometric scanner. 

5. The gaming device of claim 1, Where the second inter 
action mechanism is a docking station structured to receive a 
personal player gaming module. 

6. The gaming device of claim 1, Where the visual display 
of the gaming cabinet includes at least three mechanical spin 
ning reels. 

7. The gaming device of claim 1 Where the second interac 
tion mechanism is a toggle sWitch. 

8. The gaming device of claim 7, Where the toggle sWitch 
determines the functionality of the ?rst interaction mecha 
nism. 

9. The gaming device of claim 1, Where the gaming handle 
is operable in a second direction to initiate a second function 
of the gaming device. 

10. The gaming device of claim 9, Where the second inter 
action mechanism is a toggle sWitch, the toggle sWitch struc 
tured to determine the functionality of the second function. 

11. The gaming device of claim 1, Where the second inter 
action mechanism includes a Wireless receiver. 

12. The gaming device of claim 1, Where the gaming device 
includes a secondary gaming handle. 

13. The gaming device of claim 12, Where the secondary 
gaming handle includes a third interaction mechanism that 
alloWs a player to interact With the gaming device. 

14. The gaming device of claim 13, Where the third inter 
action mechanism determines a function associated With 
actuating the second interaction mechanism. 

15. A gaming device comprising: 
a gaming cabinet adapted to alloW a player to place a Wager 

on a game of chance; and 
a gaming handle connected to the gaming cabinet, the 

gaming handle including at least one device structured to 
facilitate interaction betWeen the player and the gaming 
device. 
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16. The gaming device of claim 15, Where the gaming 
handle is operable in a ?rst direction to initiate a gaming 
session on the gaming device. 

17. The gaming device of claim 15, Where the gaming 
handle is adjustable such that the gaming handle can be con 
?gured in a plurality of initial positions. 

18. A gaming device operable by a player to Wager on a 
game during a gaming session, the gaming device compris 
mg: 

a gaming processor to operate the game responsive to 
player inputs; 

a gaming display providing visual indicia of a gaming 
result; 

a gaming cabinet housing the gaming processor and the 
gaming display; 

a gaming handle connected to the gaming cabinet; and 
a user interface device mounted to the gaming handle. 
19. The gaming device of claim 18, Where the user interface 

device mounted to the gaming handle is associated With a 
plurality of selectable player interaction functions. 

20. The gaming device of claim 19, Where the player inter 
action function associated With the user interface device 
mounted on the gaming handle is selectable by the player. 
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21. The gaming device of claim 19, Where the player inter 
action function associated With the user interface device 
mounted on the gaming handle is selectable by a casino 
operator. 

22. A gaming system comprising: 
a gaming server; 

a gaming device connected to the gaming server through a 
gaming netWork, the gaming device including a gaming 
cabinet and a gaming handle connected to the gaming 
cabinet, Where the gaming handle includes at least one 
user interface device structured to facilitate interaction 
betWeen a player and the gaming device. 

23. The gaming system of claim 22, Where the user inter 
face device comprises at least a portion of a player tracking 
device. 

24. The gaming system of claim 23, Where the user inter 
face device comprises a player tracking card reader. 

25. The gaming system of claim 23, Where the user inter 
face device comprises a biometric scanner. 

* * * * * 


